The Marksman 

A Marksman is a master of ranged combat, blending stealth, precision, and magic to eliminate 
hreats before they even realize they are being challenged. With unparalleled eyesight and the 
ability to enhance the performance of their weapon, marksmen can strike with deadly accuracy 


from afar 


Bonus Proficiency (optional) 


At 3rd level, you gain proficiency with firearms at your DM's discretion 


Keen Sight 


Starting at 3rd level, your eyesight becomes incredibly sharp. You gain the following benefits: 


- You have advantage on wisdom (perception) checks that rely on sight. 


- You gain darkvision out to a range of 300 feet 


Weapon of Choice 
Also at 3rd level, you gain the ability to mark one weapon as your weapon of choice. When you 
finish a long rest, you can touch a ranged weapon, with which you are proficient, and give it the 


following properties: 


- Attacking at long range does not impose disadvantage on attacks made with the weapon. 


- When you deal damage from your favored foe feature with this weapon, you can roll an 
additional damage die for that damage. Starting at 11th level, you can roll a total of two 


additional damage dice for that damage. 


- The weapon's attacks are considered magical for the purpose of overcoming resistances and 


immunities. 


No other creature can benefit from these features. These features remain with the weapon until 


you use this feature to make a different weapon your weapon of choice or until you die. 


Silent Hunter 
Starting at 7th level, you learn to move unseen and unheard while preparing to take the perfect 


shot. You gain the following features: 


- You learn the blink spell and can cast it once without expending a spell slot. 


Once you use this feature, you can't use it again until you finish a short or long rest. 


Intuitive Shot 
At 11th level, you gain momentary insight into a creature's defenses whenever you hit them with 
la ranged attack. Once per turn, when you score a hit with a ranged weapon on a creature that you 


have already dealt damage to on your current turn, it is a critical hit. 


Counterstrike 
At 15th level, you can quickly regain the upperhand. When you take damage from another 
creature, you can use your reaction to teleport up to 30 feet to an unoccupied space. You then 


gain the following benefits until the end of your next turn. 


- You know the location of the triggering creature, even if they are hidden or invisible. 


- Your attack rolls against the triggering creature have advantage. 


You can use this feature a number of times equal to your proficiency bonus, and you regain all 


expended uses when you finish a long rest. 


